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If one ware to type out “tf2 kazotsky kick irl” into the 
er Youtube search bar, (only after fumbling the spelling of 
_ Kazotsky Kick,) one would be greeted with several clips 

of costumed comrades doing the jig at various. 
conventions. And according to the view counts, 
people eat these videos up. . 


One of these merry memories took it a large step 
forwards. A nine minute compilation of Momocon 2016’s 

TF2 cosplayers doing all sorts of jigs and taunts. 
Considering the event was in Atlanta, Georgia and that 
ost of our beloved mercenaries dress in polyester and 
kevlar, all these dancers should be sweating enough to 
\. rehydrate half of the Badlands. But to quote today’s 
*) interviewee, “This is what TF2 cosplayers do at 
Momocon. (And every other convention.)” 


The Tyrolean Cosplaying Youtuber and (former) Doggo 
Aficionado: Skymin Slash is our MANN of the Month! 


(You have four seconds to make the tasteless 
“woMANN of the Month joke. Go on, do it.) 


While she may be not as instantly 
recognizable as the funny shovel 
man or the guy with the purple hair - 
_who needs to make his next episode u 
of “How it Feels to Play already, 
Skymin Slash has certainly pulled. 
her weight in the TF2 community 
over the last near decade with her 
‘stellar Youtube career. 


Her true weight in gold is found 
in her passionate cosplay of those 
dapper bastards we call : 
mercenaries. From humble early 
stitches, to her bright future of 
fashionable appearances, we at 
MANN have got you covered head to 
-toe in some well-woven information 


on Skymin! tA 


“Cosplay became. a very good creative 
outlet for me. I love recreating clothing 
and props. It’s almost like a challenge to 
me to see how accurate I can get things 
with my skills.” 

PRR Ap 


» 


What was your favorite 
video to record for the 
channel? 


“Ooh, recording is a tricky one. If we’re 
looking at JUST the experience I had 


“And cosplay is a form of content 
creation that I don’t mentally link with 


recording, I need to aie WAY back into “things like streaming or video making. I 
my content for this one.” | don’t have this internal and external 
pressure to constantly make things for it 
“Live recordings just hit differently than in order to please the masses or hit a | 
scripted recordings. I’d say a solid quota.” 


answer would be my ‘TOO MANY MODS’ 
video, which also became my first video 
to really please the algorithm.” 


“I make cosplays and props 
because I want to, and not having 


“As context, the video sawa friend of that mental link means it’s truly a 
mine load a bunch of mods onto my TF2 personal hobby ” 


without me knowing a single thing ahead 
of time. So when I went to record it 
everything was a genuine reaction and 
was a lot of fun to find out what had been 


“It’s funny because I actually have zero 
care in my normal wardrobe. If you see 


hanged.” 
Sects me in a normal day to day I’m either 
wearing T-shirts and jeans, or exercise | 
4 clothing. No in between unless I’m 
‘Why did you start forced to.” 
cosplaying? 


“But when I start 
doing cosplay, I get 
very particular and 
will wear and ~ 
research clothing I 
never would 
otherwise.” 


Za 
“This is something that I did end up 
getting into because of TF2.I loved the 
characters and their designs so much that 
when I learned of the existence of local 
conventions, I knew I had to dress up for 
it. And what better property to choose 
from than your current high school 
obsession!” 


“Note: role playing 

is not my forte- I 

_ specifically love the 
costume aspect of 

: cosplay”. 


(TED| ¢ 


Note: Medic, ; ' ¥ g : : BUILDERS LEAGUE UNITED. ja 
complete with : 
Pack and Gun 
is a very bad 
beginners 
cosplay. 


(Author’s Note: That “love” of the costume aspect of 
cosplay led Skymin to fully sew a fantastic 
depiction of the Heat of Winter. Literally how?!) 


~BE POLITE 
-~BeE © 


Your recent video, 

“TF2’s Amazing Cosplay 
Possibilities” talks about 
TF2 cosplay. What inspired 
you to make this video? 


“That is a video I had been wanting to 
make for years. 1 always wanted to make 
a video about TF2 cosplay but I never got 
around to it. Be it fear out of how I’d have 
to do it, or not knowing what exactly to 
talk about, I just kept putting it off. But 
eventually, when my love for cosplaying 
was resparked after the pandemic, I 
suddenly got motivation to finally do it, 
so I took advantage of it.” 


- “I nailed down how I would frame things, 
based on knowing that cosplay wasn’t the 
‘most respected corner of the community. 
I wanted to show how and why TF2 was 
such an amazing property to cosplay and 
that anyone can do it just for fun. TF2 
cosplayers can be insanely talented and 
creative, and I feel they don’t get enough | 
‘respect for their craft.” 


What are your thoughts on 
cosplay and gender, or just 
being a woman in the TF2 

community as a whole? 


LR KP 


“IT touch on this a bit in my video, just 
maybe not as directly when it comes to 
so) gender. What matters the most about the - 
e mercenaries when it comes to cosplay 

are their outfits, not their body’s or faces. 
Because of this, anyone can cosplay a 

class and still be recognized based on 

2) their outfit. Hair doesn’t matter, gender 


doesn’t matter.” 


“Just because a woman is dressed up as a 
mercenary doesn’t automatically make 

: them a “femclass”. If they’re outfit is 
specifically modified to utilize more 
feminine design/clothing? Then yeah 
they’re a fem version, but if they’re just in 
the original outfit, they aren’t 
automatically “fem” simply because of. 
their personal gender. If it wasn’t obvious 
I’ve had numerous experiences being 


nenkaii > 


“T have never seen a YT video discussing 
TF2 cosplay outside of things such as 
“How to make Sniper’s Vest,” so a video. 
properly showcasing it was well past due 
and since I had a personal stake in the 
matter, I wanted to be the one to do it 


POR Gane: 3 called a fem version to my face.” 
justice. , gel = rod 
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“In terms of costume: 
My Festive Scout, 
with the Juvenile 

Jumper and Festive 

Pile of Presents. I like 

that it’s unique, I love 

how both the jumper 

X and hat turned out 
and I think it’s just a 
visually interesting 
“Scout cosplay. The 
only downside is 

Vi practically no one 
knows I’m Scout 

Ke because of how 
many integral 

aspects of the 

,* outfit it removes.” 


“Being a female, much less a female 
cosplayer in the community can be 
rough- but it’s hard for me to really 
explain why from a personal experience, 
as I don’t believe I’ve experienced 
enough to do so.I think part of this might 
be because I don’t really deviate from 
things that aren’t really depicted in 
game. I just wear real life adaptations of 
existing designs, but there are any 
others who don't.” 


GREETING'S / 


“Many women do indeed do feminized 
versions and they can receive a lot of vile 
comments simply because of how they 
chose to express themselves. ” 


SEASONS 


z 


“lve been lucky to have experienced 
little harassment and sexism in the grand 
scheme of things. But when it comes to 


in-game...it’s not just a TF2 issue, it’s a Whee out 

gaming issue as a whole. And that’s way ae What are you favorite TF2 
‘ . ‘ 2 

too complex to get into right now! cosplays fiom other 
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, con-goers and the like? 


Out of the TF2 Cosplays 
you’ve done, ee is your 
_ favorite? 


“One in the video I was so happy to see get 
submitted was the Tentaspy (LitheFider) 
cosplay. I remember seeing and loving it 
way back in my Tumblr days. It’s an 
incredibly creative, well done costume 
from a BIZARRE character idea. It shows © 
just how out there TF2 cosplay has the 
potential to get.” 


“In terms of experience: Merasmus. 
One time, I painted a bunch of small 
rubber ducks to look like Bonus Ducks 
and carried them around in a basket. 
Anytime someone recognized me as 
Merasmus I gave them a bonus duck 
while playing one of several lines a _ 
impressionist friend of mine recorded 
for me.” 


‘oh 


“At cons, personally. I 
4 think the two that have 
| $ impressed me the most 
over the years are an 
incredible Demoman 
complete with Scottish 
Resistance anda 
smiley face on the 

._ crotch. The second was 
a friend of mine who 
did Beatrice, the. 
TFClassic Pyro as 
depicted in the 


en & comics.” 
» 4 


What interests you most 
about the future of Team 
Fortress 2? 


“It’s potential resurgence. Between the 
Summer Update including a mode I don’t 
think anyone would have ever guessed 
would be made Official, to the absurd 
spike in players numbers, I’m really 
hoping Valve is starting to see the 
positives in supporting this game again, 
even if it’s just a little more support than 
the life support prior to Summer 2023. ” 


eq 
BE POLITE —_— 
BE EFFICIENT 


“T sometimes wonder what TF2’s fe geet 
popularity would have been if it had YOUSIEE™ 
launched even just 5 years later. I feel 4 
like TF2 would have fit into the 
mainstream a lot better then, as opposed 


to in 2007.” 


“Of course TF2 was so influential toa 
number of staple games that it’s hard to 
éven theorize that.” 


“..1 just want more shorts 
and comic #7. ” 


Finally, one for the reading 
fans at home, got anything 
interesting planned for 
the future? : 


(She provided no further 
response to this question.) 


FROSTBITE BONNET 


5.44 REF 


LE PROFESSIONEL 
9.88 REF 


wa 
/ Napee INE 
WORKSHOP mY 


CREATOR OF THE 


(¢ 
Sows ec Var 
SS 


versus / \ 
ess a Pie. » Nr 
LLL 


MALTSALT 
ALTO ARCADE 


THIS MONTH'S WORKSHOP CREATOR NEEDS NO INTRODUCTION. 
HAS MADE, BY OUR COUNT, 
AND TOO MANY AMAZING 
ITEMS TO COUNT THAT HAVE NOT. 


A few notable accepted items are: 


The Blighted Beak —- The Seared Sorcerer 


i ' 
a fan BUN fi 
All Hallows’ Hatte Ghoul Blaster Deep Cover Operative & 
warpaint Night Vision Gawkers 


Youve no doubt seen some of their work in-game, 
in one form or another. But what is there to know 
about Savvy? What goes through their head? 

And what is their affiliation with Meat Fortress? 


We, at Mann Magazine, were wondering the same 
things. So we reached out to them to answer these 
questions, and ask a few more. 


be 
AS 


We started by asking about their beginnings and inspiration as a 
workshop creator, and Savvy told us about their beginnings in gmod, 
and how the first thing they made was a mod for the Bonk! Atomic 
Punch item as a school pro ject. 


They also taked about how they've been doing this for a 
‘I've been doing this for longer than both the workshop 
and the contribute system existed, Savvy said. 


As for inspiration, they explained that anything can be inspiration 


for an item. 


They then went on to talk about how there are a lot of references 
to other media in tf2, but how most instances of that are 


Our next slew of questions were about items and cosmetics, specifically 
about the ones Savvy liked. 
it was my first item added in-game. 


'To this day | often wonder what material it's supposed to be made of, 
and what the hell | was thinking when | made the paint on it. 


They also explained how the Ghoul Blaster warpaint was messed up 

when implemented into the game, and the green wear became far 

more prominent than initially intended towards the lower wears. 

We then asked them about other cosmetics and warpaints that they liked, 
and they said | think it is hard to point out certain ones because there is a 
lot of good stuff, and then going on to narrow it down to the cosmetics 
they liked from the Smissmas case, and saying that 


¢ 
Finally, when asking if there was anything else they would like & 
tell us, we were told about a collab with Valve 
and a game called 
where you play sausages with various types of weaponry, which 
are occasionally meat themed. 


as well as some unlocks and a fair few tf2-inspired weapons. 
And it turns out that Savvy themselves modeled a good chunk 


The Meat Fortress crossover had most of the stock weapons, e 
of the custom weapons for the crossover. 


They then went on to talk 
about how weapons in vr need to look more consistent at 
more angles compared to tf2, and talked about the 
weapons they made for the update, like i/ \ 


To conclude, Savvy is an individual whose 
as well as being 
capable of working on other things. 


That's all we have for this month's edition of 
Workshop Creator of the Month. 
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figure : some random hallway in Entropy 


GAME MODE: CONTROL POINTS 


So if Badlands is a collection of Midwestern American oranges while 

Gullywash is shade or two down into the yellow region, what would 

their weird sequellike forbidden love child look like? Apparently, lush 
green and abandoned Detroit crack den gray. 


Entropy is a map fresh off the presses that released earlier this August 
with intentions to feel and play similar to Badlands and Gullywash. Playing 
the map for mere moments will actively demonstrate the pain-staking 
efforts put in to achieve the effect. 


The middle control point is elevated like Gullywash, the final points are 
opened up cubby-like areas like that of Badlands, and the routes 
feel like they were in a true homage to both of the maps. 


But enough about how the control point map designed to play like its 
forefathers plays like its forefathers, Entropy is such an eye pleaser. To 
compare it to maps in live Team Fortress 2, it could be called an Eastern 
European Kong King. One could stretch that interpretation of the style all 

the way to a Half-Life 2 comparison, but the more 
than welcome lush greens would stop that dead in its tracks. 


RED and BLU have such nicely put together set pieces at their 
spawns, one can not help but gawk at the details. 

RED spawns in front of a shoddy subway station while 
BLU stands spawns in front of an dilapidated Hollywood:style 
sign but for Entropy. (There is an irony there for those readers 

of ours that are especially literate.) 


| could gush for hours about the lost to time beautiful ruin 
of Entropy, a clever merger of classic Team Fortress 2 map 
design with the realization that green is color that exists found 
in the Jungle Inferno maps, but you should go play it yourself 
because what better way than to stare at dirt-caked buildings 
then to maim and murder the opposing fans of Entropy's 
under funded section eight architecture. 


Sadly, Entropy has a singular, yet ever so fatal flaw. 


Entropy is a Control Points map. 


.. SEE YOU NEXT TIME 
FOR ANOTHER 
MAP OF THE MONTH! 


figure : scout overlooking above the final control point 


figure : the middle control point, photo taken by unknown 


STAFF CORNER 


‘Also, who on God's Green 
Earth is this guy? 

Dude looks like a Lego." 
-yeehaw8& 


‘He actually feels like a bioshock 
character ngl" 
-Alto Arcade 
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ART BY ALTO ARCADE 


FOR AUGUST’S ARTIST OF THE MONTH, 
MANN MAGAZINE HAS INTERVIEWED 
WHO IS MOST REPUTED FOR HIS TF2: 


To start, A 5 : 
He didnt know that the characters were 

from TF2 until he found the Meet the Team videos. 

He first played on his friends computer, and then on his own 

around 2014-2015, 


He had previously 
been working with Cinema 4d, but decided to switch after getting 
into Blender through ie 


‘It was a great decision’, Alfarex said, and he started porting source | 
assets into blender, with one of his first blender animations | 
on his channel being a 


Originally, Alffarex had started out with Half-Life related content 
inspired by the likes of Komegatze, but moved on to the 

TF2 after realizing || had a bigger connection to TF2 than 

| did to Half-Life’ and seeing other animators like SilentWanJoe 
and The Winglet. 


ot QE TST 


Seeing some of these animations, 
he thought he could give it a shot. 


Alfarex quoted || thought to myself what kind of spin | could give to my tf2 
animations since there were already so many talented people in the community, and that's when 
he thought of his first ’ He didnt think of making it a series, 
but after seeing its reception, he made a second one and so on. 


Was there a project that was especially tough? 
Alfarex says that he worked the hardest either 
on his first backroom wanderer video or 


‘Backrooms - Level |88. 


The first video of Alfarex's that performed well was 
at an HEV suit up woulo >, a Half-Life animation 
(of course), and he thought that this was the all the views he'd ever get. 
TF2-wise, How A Medki lade’ was his first video 
to really explode, which he was shocked to see. 


Alfarex made some other stuff afterwards that didnt perform as well, 
and then he made Hc @ ans Are Made, the second 
TF2-related video to pop off. 


It was then that the 


On how long it takes to create a 
"TF2: How It's Made’ video, Alfarex 
says that It depends on the complexity 
of the video, and not counting 
how long it takes me to come 
up with an idea, around 2 weeks. crn 


Neaeiididdaee LLU TTT Hirt 


If he had to pick one TF2-related, 
he says that it would either be | HAAN LAH | 
‘| anc or LATTA TAA HEA 


On How a Sandvich is made, 
Alfarex says that ‘The sandvich 
one was difficult because | he 


s, land] also the actual 
character animation was 
a challenge because I'm not 
reallyused to it. For How It Feels 
To Market Garden, he says 


+ the character 
animation was difficult. 


Alfarex has nothing in the works as of this interview. 
He wants to make a new series like ‘How It's Made’, 
but something different. 


Alfarex says that | struggle a lot with ideas 
considering | upload almost every week. 


It took a while for Alfarex to start his channel, as he dealt with some bullying problems in the past 
with an old channel that prevented him from making a new one. With this experience, his advice to 
young and upcoming artists is to 


“JUST TO GET OUT THERE AND CREATE, JUST GO FOR IT, THERE'S NO GOOD IN WAITING, 
IF YOU THINK YOU HAVE SOMETHING SPECIAL THEN tH 
CREATE FEARLESSLY AND SHARE YOUR PASSION BECAUSE BEING 
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Here at TF2bers Club we feel like we've seen it all, especially when it comes to montage channels. 

But then someone like Booshemi BUSTS through our doors, slaps us right across the face and proves us 
wrong tenfold. 

When you hear the words ‘montage video’ you already have some edgy linkin park sniper 

compilation playing in your head but believe me when | say that your average booshemi is ANYTHING BUT! 


Booshemi takes the average sick TF2 Clip, puts 

it through filter HELL, datamoshes some downright 
amazing transitions, and tops it off with some excellent 
music choice. To say that his videos are a joy to watch is 
an understatement. 


| can only describe them as satisfying eye candy. 
Aesthetics that border on indescribable, clips that 
leave you saying ‘wow’ and music that keeps your 
head bobbing along, it all comes together to create 
videos that are worth your time. 


Hello gamers! My name's booshemi and my brain was 
poisoned by FaZe's Call of Duty Ill cams series when | was in middle school. 
As a result, I've always loved watching frag movies/montages 
and eventually started to make my own! 


"Unfortunately, | discovered tf2 late because in 2014 
| discovered CSGO (I still haven't recovered) and for 
years it was my favorite game, HOWEVER; | started 
playing TF2 around late 202lish and | absolutley love it. 


Since then, I've put in around 500 hours with 250+ of 
those hours going towards perfecting the art of the 
Spy. At this point | have several frag movies (| think 
maybe 10+ by now) on my channel showcasing my 
journey, if you're bored and looking for something 
to do, come and watch me simultaneously love 

and hate maining the French Mistake!" 


BOOSHEMI'S 
YOUTUBE 


It is E3 of I999 and you're an 
avid player of the widely enjoyed 
Half-Life mod, Team Fortress 
Classic. You are gripping your 
knuckles in pre-2000's excitement 
at what the young and plucky 
Valve Software has coming your 
way. After all, it was literally only a 
month ago that Team Fortress Classic 
came out, and you have not a clue 
how this could be topped. 


After bearing the ungodly 
California heat, Valve finally gives 
you what you flew out here for: 
Team Fortress 2: Brotherhood 
of Arms. It was in that moment of 
euphoria that a portal which 
transcended time and space 
opened up behind you, and | hit 
you with a cinder block. 


You come to in the terrifying 
year of 2006 with a letter in your 
pocket I wrote for you that says, 
“The game got delayed for like 7 years. 
Sorry. :(“ But don't lose hope yet, as 
I left you at a different video game 
convention! The 2006 EA Summer 
Showcase event had Valve once 
again steal your attention with 
what they bring out to center stage. 


Team Fortress 2, in the flesh. 
(Also like, Half-Life 2: Episode Two, or 
something, but that is irrelevant right 
now.) The game was gorgeous, 
admittedly much more colorful and 
stylized than that of Team Fortress 
Classic, but nevertheless something 
worth waiting/being transported 
through time 7 something years for. 
As you wonder how the tech has 
grown or why that minute trailer 
had such a catchy song, I hit you 
with another cinder block. 


You wake up with a new note 
in your pocket. “The game came out 
in 2007, was constantly updated for 
8 years, had less updates for the next 
8 years, and looks and plays almost 
nothing like Classic. By the way, it is 
2023.” | also finally just kill you with 
the cinder block so I can move on 
with my point. 


The absolute jump between 1999 
TEG, 2007 1°2,-and present day iro 
is jarring when looked at. 


Interview by TableCroissants 
Article by yeehaw88 

Layout by nenkaii 

Art by vers 


With images from the 
TF2 Wiki and Pre-Fortress 2 


Not to say the game you can install 
for free with potentially hundreds if 
not thousands of hours sinkable into 
the game out of sheer fun is a bad 
compared to what Rock, Paper, Shot- 
gun called “Counter Strike, only messy 
and gruff,” but as the sequel to TFC, TF2 
wasnt quite all there. Don't even get 
started on what could be 
considered deviations to 
the “TF Style” from 
2007 to now. Back 
im 2011, Robin 
Walker insisted the 
Dangeresque, Too 
was the most 
heinous thing for 
the style. 


It’s now 2023, 
and THIS 
thing 

exists. 


Ignoring the hats, miscellaneous 
items, and the bare men chests, 
gameplay-wise, TF2 does not play like 
a true sequel to TFC. No grenades, 
bunnyhopping, armor, multiple class 
specific tools and weapons in 
exchange for entire class reworks, 
alternative weapons, and no notion of 
subclasses. It creates a game that 
simply is not the sequel that the 
title or 1999 trailers could have led 
die hard TFC fans to want. Even folks 
that have been born and raised in the 
world of 2007 TF2 onwards may want 
to reduce the often chaotic mess the 
game is in its present state. 


PORTER UN CHAPEAU 
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The combined hope of the last 
50 or so Team Fortress Classic 
players and the curiosity of 
several more Team Fortress 2 
players have brought about a i \ 
Source project aie in {ao 


concept and quality: ~ 


A TF2 Sourcemod with over 35 
team members, Pre-Fortress 2 seeks to 
take the components of Team Fortress 
Classic and add a touch of 2006 TF2. 
Sure, there are no alternative items to 
change playstyles (so Demoknights can 
seethe), but every class is a logical step 
up from their TFC counterparts. Hell, 
almost everyone has a speciality gre- 
nade. Except that dork Sniper. 


I could go on for pages about this 
as if this was my personal 
diary, but I would be fired for that. 
As per usual, us fine folks at MANN 
were graced with an interview from 
Pre-Fortress 2 developers about the 
mod, from its origin to the future of 
Pre-Fortress. 


As per usual, us fine folks at MANN 
were graced with an 
interview with Pre-Fortress 2 
developers about the mod, from its 
origin to the future of Pre-Fortress. 


Where did the idea for Pre-Fortress come from? 


Pre-Fortress 2 was the brainchild of Krowing and Retro (Concepts and Tester), 
wanting to create a Team Fortress game more accurate to the 2006 EA Summer 
Showcase trailer. There was also zero intention to base the project off of anything 


from the Valve giga-leak. 


The duo really wanted to chase the nostalgia of those far flung days as well as 
carry the torch from the now defunct TF2008 mod. The tools left behind from that 
mod were most critical to help develop the mod at all. Granted, any tool is useless 
unless there is someone who knows how to use them. Technochips (Code, Models, 
Particles, Mapping, and French Localization) was the first programmer on board 
for Pre-Fortress 2 and began building several private builds that attracted the 
formation of a team from the ashes of the TF2008 development Discord server. 


When did the Pre-Fortress 2 
Crew begin to see success? 


Even when the additions to the 
mod were relatively small, fans of the 
mod quickly ate it up and filled 
servers. With more content being 
added, more and more people joined 
the fray and feature creep became a 
noticeable issue. Youtubers also 
provided help in growing a crowd 
hungry for more Pre-Fortress 2, 
though while the fans may want 
more, the crew has adapted to put 
functional gameplay and a well 
maintained community first before 
throwing more features at the wall. 


What does the relationship look 
like between the Pre-Fortress 2 
Crew and Team Fortress 
YouTubers? 


It is undeniable that Youtubers 
helped push people's interest towards 
Pre-Fortress 2. The Youtubers also 
helped shape what “accuracy” towards 
early Team Fortress 2 should look like. 
These days we even let them in on 
content early to get some hard 
opinions for improvement before 
shipping out updates and patches. 


Though, at the end of the day, 
Pre-Fortress 2 content is decided by 
Pre-Fortress 2 developers. 


Looking at Team Fortress 2’s 
past, what does the Pre-Fortress 
2 Crew find most interesting in 
terms of gameplay? 


While it may be a jokey choice, the 
team has a dead serious love for the 
exploding dispenser. The mere notion 
of the Engineer being able to detonate 
his nest while it is under siege seems 
so appealing to the PFCrew. Generally, 
we find the silliest of game mechanics 
to be the most memorable. For 
example, the entire team is infatuated 
with a baked chicken model. 

(Because of course they are.) 
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What is it like existing in the 
same space as other TF2 
Sourcemods? Do they impact 
each other? 


Believe it or not, most of the major 
TF2 Sourcemods have similar 
developers. Every single developer is 
a part of a crew of TF loving nerds. 
There are consistent talks between 
Sourcemod developers about 
potential additional security changes 
or even gameplay fixes, as we are all 
on the same team at the end of the 
day. We just finished a collaboration 
with Open Fortress allowing the 
Mercenary to wear beta Team Fortress 
2 cosmetics. We have full intentions to 
continue collaborations with other TF2 
Sourcemods. 


With any project that goes on 
for an unknown amount of time, 
motivation begins to get shaky; 
How does the Pre-Fortress 2 Crew 
stay motivated after four years? 


Earliest Pre-Fortress 2 was, in both 
aesthetic and gameplay, a slave to 
2006 Team Fortress 2. This was 
limiting on creativity and scope, and 
the gameplay fixation on that era had 
to go if the project was to continue 
development. This is why more and 
more gameplay notes are taken from 
Team Fortress Classic and downwards. 
There are, of course, fresh ideas in- 
spired by those games that we find 
appropriate for the older tones of the 
game. The aesthetics and assets will 
stay in 2006 Team Fortress 2 however. 


With any multiplayer game, 
there will always be issues of 
balancing. What has been the 
thorn in the Pre-Fortress 2 
Crew’s side? 


Ever since gameplay has begun to 


~ stray from being stuck in a 2006 


trailer, grenades have been a real 
hassle to get right. This is because 

a lot of older Team Fortress decisions 
were made from arbitrary choices and 
less so fun gameplay decisions that we 
are now stuck rectifying. This leads 

us to spend a lot of time trying to find 
a sweet spot for a faithful recreation 
that is also actually fun to use. Be sure 
to look at the website frequently for 
whenever we want to try something 
new with those pesky grenades. 


From the time on developing 
the project, what has the 
Pre-Fortress 2 Crew been 
surprised by? 


While we are very dedicated to 
to preserving the 2006 trailer’s 
aesthetics, we were surprised at how 
much more serious Pre-Fortress 2 came 
out compared to the 2006 trailer and 
most certainly modern Team Fortress 
2. In terms of looking under the hood, 
we have found a lot of fully functional 
gameplay mechanics, like the 
exploding dispenser, just commented 
out of existence. We even found the 
Team Fortress: Invasion version of the 
Engineer's building management 
system. 


U Poster by Wendie from 
y, the Pre-Fortress Blog 


What is the end goal of Pre-Fortress 2? 


The final goal of Pre-Fortress 2 is to be a Sourcemod that acts like a classic Team 
Fortress game while being held up by fresh ideas and better balancing. Plain and 
simple. 


Before we conclude, anything to say for your excited playerbase about 
the future of Pre-Fortress 2? 


We have a lot more to come, ranging from reintroducing content from older 
Team Fortress installments to even early cut Team Fortress 2 content. The only issue is 
that we are a small team of developers that want to climb this Mount Everest of a 
Sourcemod. One last thing for the fans however, we will do a take on the 4team and 
Escort gamemode in a way that we deem fit for the mod. That will be on the 
backburner for a while, as almost every Sourcemod has already done 4team and 
Escort as their flagship game modes, while we are already working on so much 
other content specific to us as is. 
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(System requirements to install and play Pre-Fortress 2 can be found at 
pretfortress.com/download. Start chucking grenades like it’s Ig99 


again- or experience it for the first time today!) 
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Internet Firestarter - Pyro CHICKEN. - Scout 
nenkail Trumpet 
(Internet Overdose - Kotoko & Aiobahn) (DAMN. - Kendrick Lamar) 


DEMO MAN TIMES - TavishP Robot Suicides - BUTS 
nenkau Trumpet 
(DEAD MAN TIMES - KurageP) (Suicide Season - Bring Me the Horizon)) 
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(Exmilitary - Death Grips) (The Dreaming - Kate Bush) 


TO BE CONTINUED? 
NO SERIOUSLY 


THIS IS "THE END" 
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RANDOM CRITS 


ARTICLE BY YEEHAW88 
ART BY TRUMPET & ALTO ARCADE 


WALK WITH ME ON THIS ONE. 


You are top scoring on a Valve pub, 

(okay, being real, you are third scoring, 

and you are pushing the payload into Badwater Basin's last point. 
It took the quick finger movement of your Spy and his 

trusty Electro-Sapper to start the push to defeat the seven sentries 
stationed by the point. 


The entire clip of your Demomanss Stickybomb Launcher and the 
masterful detonating at the threshold between 

the reduced damage and his swiftly delivered death via a random 
Huntsman arrow finished what the Spy started. 


The Medic you have been defending like it was your first-born son 
is at 924 Ubercharge and is going to follow you into the last chance 


RANDOM CRITICALS BLU has to make this match one for the books. 


Mann Magazine Production Team 


You can almost taste the sweet honeysuckle scent of the win as you 
feel the chill go down your spine. 
The sweat drips down your back as that electric crackle gets louder. 


942 UBER 


You turn to face your impending doom. You try to use your overhealed 
body to block it so that perhaps the Medic may live to see that succulent 
00% Ubercharge. 


977 UBER 


You thought your eyes deceived you. 
You thought someone bought out your nervous system. 
That vile rocket slipped right past you and straight to the Medic. 


His head flew to the sky as fast as his soul did down to Hell. 

As you turn to face that mean mother Hubbard that killed your victory, 
with his Factory New Sand Cannon Rocket Launcher and Bubbling 
Dancing Doe adorning him as he whips out his freshly brewed coffee, 
(thanks to his also unusual Taunt: Fresh Brewed Victory that he bought 
for six dollars,) 


You watch as the Medic says a slur and disconnects only after the Soldier 
uses his frustrating domination bind. You also die to a random 

Spy, but that shame burns not nearly as bright as the one of watching 
your entire team's efforts crumble like a stale cookie thanks to.... 
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RANDOM CRITS. 


Oh hot ham on a Burly Beast Medic’s abs, MANN Magazine is no commoner's tabloid but topical matters 
are about to get, dare | say, opinionated! 
These controversial make-or-breakers have been around since the gamedropped in the long since yesteryear 
of 2007. Young mercenaries had to take their lumps like a Mann until 141 days passed with the early 
2008 addition of console commands to disable them from a server. 
(And if you were an Xbox 360 player, you didnt get the privilege of turning them off until 2009.) 


In terms of proper system mechanics for Team Fortress 2, 
the only other major crit-related change 

was dropping primary and secondary weapon crit 

chance from 5% to 24 (There are also some neat class-related 
changes from the same patch, but these are off-topic.) 


So those defending random crits, now have the leg 

to stand on of the mere 2% percent chance to crit. 

Sounds reasonable. That is until you begin to squint your eyes 

at this lovely crit chance to damage chart provided by those 

) kind folks at the TF2 Wiki and that leg to stand on looks increasingly 
ike it was made of dead skin shavings and spit. 


To simplify, dealing more damage will increase crit odds tremendously. 
This means, as long as you land your shots, that dealt damage will get 
pumped back into your crit odds. An ouroboros of pain and suffering 
if we folks at MANN Magazine have ever seen one. 


Hatred and love for random crits have existed as long as the crits themselves have. 
The world baked brownies in its pants when the Kritzkrieg dropped in 2008 at the mere idea of building up 
raw critical power at a notably efficient speed. Yet often or not, the Kritzkrieg behemoth was not nearly as loathed 
as the critical hits themselves. 
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Since then, items that granted players crits, or the lamer but balanced brother, mini-crits, and mercenaries abroad 
simply had to say ‘It is what it is; as they drank dog water compliments of the Tyrant Helm Soldier getting his nth 
crit this 2Fort match. 


That was life. A few grumbles here, a few grumbles there. Most certainly a chuckle from the lunatic who shot the crit 
in the first place, but it was never further than that. 


It took everyone's Uncle, Dane, to write what was, for all intents and purposes, a hit piece on random crits. 
The tensions were at an alltime high. 
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2Fort's finest weekend warriors rallied for random crits to live forever while Control Points’ cruel kings aimed for 

the throat of random crits. More and more pub-style community servers slowly turned to disable crits, with Uncle 

Dane's Uncletopia being the flagship community against crits. Like all feuds, there were community servers now 
advertising themselves on having random crits in the first place. 


For those opposed to crits, yet won't leave their tingly Casual experience points behind, there are two solutions. 
Run the Battalion's Backup on your Soldier and build up your rage meter for whenever you think the trouble 
in the shape of critical terror comes along or turn to a most horrid of evils. 


If | had a room with ten Team Fortress 2 players in it and | asked 
‘Stand up if you think random crits should stay ol 
in Valve servers, you would see about half the room stand up. 


If | asked that same room, Does the Vaccinator need balancing, 
ten people, myself included, would be beating up the one Medic 
main who needs to stay where the sun doesnt shine for thinking 
the Vaccinator is fair. 


THE HOT AND STEAMY BEEF WITH THAT WRETCHED DEVICE 
IS FOR ANOTHER LONG-WINDED ARTICLE. 
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